<levelskin>
   // this contains the base bitmaps and stuff for the level skin

   <pirate>
      <dirt bitmap="assets/graphics/skin/pirate/dirt.png" alphamap="assets/graphics/skin/pirate/dirt-alpha.png" />
      <discoveredfakegrass bitmap="assets/graphics/skin/pirate/discovered_dirt.png" alphamap="assets/graphics/skin/pirate/discovered_dirt-alpha.png" />
      <discoveredfakerock bitmap="assets/graphics/skin/pirate/discovered_rock.png" alphamap="assets/graphics/skin/pirate/discovered_rock-alpha.png" />
      <rock bitmap="assets/graphics/skin/pirate/rock.png" alphamap="assets/graphics/skin/pirate/rock-alpha.png" />
      <superrock bitmap="assets/graphics/skin/pirate/superrock.png" alphamap="assets/graphics/skin/pirate/superrock-alpha.png" />
      <ladder bitmap="assets/graphics/skin/pirate/ladder.png" />
      <escapeladder bitmap="assets/graphics/skin/pirate/escape_ladder.png" />
      <lava bitmap="assets/graphics/skin/pirate/lava.png" alphamap="assets/graphics/skin/pirate/lava-alpha.png" />
      <monkeybars bitmap="assets/graphics/skin/pirate/monkeybars.png" alphamap="assets/graphics/skin/pirate/monkeybars-alpha.png"/>
      <lavabubbles bitmap="assets/graphics/bubble.png" alphamap="assets/graphics/bubble-alpha.png" />

      <editor_tiles bitmap="assets/graphics/skin/pirate/tilebank.png"
                  alphamap="assets/graphics/skin/pirate/tilebank-alpha.png"/>

      <editor_tiles_ui bitmap="assets/graphics/skin/pirate/tilebank_ui.jpg"/>

      <ice bitmap="assets/graphics/skin/pirate/ice2.png" alphamap="assets/graphics/skin/pirate/ice-alpha.png" />
      <moving_platform bitmap="assets/graphics/skin/pirate/movingplatform.png" alphamap="assets/graphics/skin/pirate/movingplatform-alpha.png" />
      <water bitmap="assets/graphics/skin/pirate/water.png" alphamap="assets/graphics/skin/pirate/dirt-alpha.png" />

      <crumbling>
         <animator _extends="/animations/pirate_crumbling" />
         <sfx _extends="/sfx/crumbling" />
      </crumbling>

      <dig0 bitmap="assets/graphics/digalpha0.png" />
      <dig1 bitmap="assets/graphics/digalpha1.png" />
      <dig2 bitmap="assets/graphics/digalpha2.png" />

      <background>
         <simple _class="SimpleMapBackgroundObject">
            <bitmap bitmap="assets/graphics/skin/pirate/pirate.jpg" />
            <position x="0" y="0" />
            <velocity x="0" y="0" />
         </simple>
       </background>
   </pirate>
</levelskin>